
DH2323 VT23 Course Analysis 
Computer Graphics and Interaction 6,0hp 

78 students (received credits), 10 respondents 
 
 

DH2323 focusses on intermediate level computer graphics and interaction programming using C++ and 
libraries and game technologies, such as OpenGL and the Unity game engine.  
Students must pass labs (P/F: 3,0hp) and their final grade is then determined through their performance 
on a project (A-F, 3,0hp). 
 
Summary of course changes 
Added a template for the first lab report in order to make reporting expectations clearer. 
Migrated all labs fully to SDL 2. 
 
Overview 

Aspect  Feedback and action 
The lectures are very informative and 

concise.  

Interesting labs, great lectures, I like that 

the project is so free. 

I do appreciate the ability to work at my 

own pace 

As always, the flexible nature of the course, freedom of 
the project and focus on empowering students as active 
participants in the teaching process was popular. 

The assignment is designed well. I got 

supportive guidance in the instructions 

The lab instructions were lackluster, with 

poor English writing, and not very clear in 

certain areas.  

The feedback about lab instructions is again mixed this 
year. While anecdotal evidence suggests that students 
appreciated the new template for the first lab report and 
it made the expected submission a lot clearer, some issues 
still remain with the clarity of the animation and rendering 
lab track labs. We will continue to update and improve 
these further (some improvements have already been 
made to the structuring of the rendering track labs, but 
more are needed). The rendering track labs seems to be 
more troublesome, so we may produce a lab template for 
that track. 

Because of the hybrid nature I could study 

whenever and wherever I wanted (good 

for me, being very much a night owl). 

I attended most of the lectures physically 

but had some that I had to attend via zoom, 

which was very convenient. 

I liked it a lot! I preferred the in-person 

lectures, but when I didn't have the time or 

I couldn't make it for some other reason, I 

knew I could attend via Zoom. That was 

reassuring. 

We really want to support your studies and give you 
control of how you learn and helping you balance your 
private life and commitments with study. However, also 
be aware of the pitfalls: when given such flexibility there 
are responsibilities: it is also possible to adopt approaches 
that may not benefit you over the long run. For example, 
one may not properly engage with the course and 
therefore miss some fundamental aspects of it unless one 
carefully consults the course materials. But experiment 
and see what works well for you in the long term! 

More options for feedback. I rarely knew if 

my lab work was sufficient. 

It is important for students to be aware that are typically  
12 lab help sessions throughout the course, each lasting 2 
hours and available to attend online (making it easier to 
demonstrate work done on your computer by screen 
sharing). The only purpose of the lab sessions is to give 
individualised feedback on lab and project work. There is 
also the formative lab submission. Please make use of 



these opportunities for feedback, as they are clearly 
communicated but typically under-utilised by the 
students! 

Don't bother with C++, use something that 

makes sense 

 

C++ makes a lot of sense of some students, and no sense 
at all to others – your (collectively) mileage will definitely 
vary. Although we provide the lab framework in C++, any 
language of your choice can be used, including scripting 
languages such as Python and Javascript since the main 
focus of the course is at the algorithmic level. We provide 
the instructions by default in C++ since that is the most 
difficult language typically chosen by students and many 
would like to learn it due to its continuing importance for 
professional real-time computer graphics applications. In 
future, we will try to do more to also to support other 
languages e.g. through the sample lab code. 

 

Details 

This year, all LEQ scores fell within the range 3.9 to 6.7. The three lowest scoring areas were (3.9/7) 5: 

I felt togetherness with others on the course, 18: I regularly spent time to reflect on what I learned, 

(4.1/7) and 14: I received regular feedback that helped me to see my progress (4.5/7). 

In relation to 5, the sense of togetherness, the course is run in hybrid mode with lectures taking place 

both online and physically, while due to lack of attendance in previous years, labs are run online only. 

Additionally, all course assessment (labs and project) allows for both group work and individual work. 

For these reasons, it is understandable that students who elect to attend online only and do course 

exercises individually will not feel as strong a sense of togetherness as those who attend physically and 

do course exercises in groups. Some ideas to alleviate this include a special session for matchmaking 

for those who wish to join a group (although these sessions have not been well attended in the past) 

as well as a special section on Canvas to support it. However, forming groups is likely complicated by 

the need for students to match their goals in terms of effort and course grade, as well as synchronise 

the timing of their efforts due to the flexibility of the course. Overall, engaging in group work will remain 

optional for students and will not be enforced by the course. 

In relation to point 14 about receiving regular feedback, this is also a responsibility for the students that 

is clearly communicated throughout the course. Since point 22: “I was able to get support if I needed 

it” was rated highly at 6/7, it suggests that students who were not proactive in seeking feedback do not 

receive it, even though they knew feedback was available if they sought it. This reflects the pedagogical 

principle in the course of putting equal responsibility on students to be active participants in their own 

studies, for example, throughout the project specification and implementation phases, as well as 

actively seeking help and feedback in the many lab help sessions scheduled throughout the course. 

In relation to the course survey, there were relatively few respondents (10) despite a drive asking 

students to complete the evaluation. Part of the issue surrounds the automation of the course survey 

via KTH Social, which does not CC a copy to any of the course team, making reminders to search for it 

necessarily vague. The timing of the survey is potentially also an issue: it has typically been sent to 

students as late in the course as possible in order to try to get a more comprehensive and summative 

view of their opinions of the course. However, once students have submitted all course assessment 

materials and are also busy with exams in other courses, it is understandable that they might be more 

likely to pass over the survey. Next year, we will send out the survey slightly sooner in the course. 



LEQ Course evaluation data follows: 

 

 

  



 

 



 

 

 



 



 

  



 

 

 

 



 

 

 

 

 



 

 

 



 

 

 



 

 

 



 



 

 



 

 



 

 



 



 



 



 



 

 



 



 



 

 

 

 

 

 

 


